WIZARD [TRADITION 
Wu JEN 


As a wu jen, you empower your magic by drawing on the five 
elements, spirit forces, and the power of nature. They are 
seldom found living with the rest of society. Instead, they live 
as hermits in the wilderness, purifying their bodies and 
minds to contact the various natural and supernatural 
powers of the world. From these entities they learn their 
spells — magical means to control the invisible forces of the 
world. 


LANGUAGE OF POWER 
At 2nd level, you learn a language spoken by supernatural 
entity. Pick Draconic, Giant (Oni) Primordial, or Sylvan. 


ELEMENTAL INITIATION 

Many of the wu jen's spells are divided into five elemental 
groups: earth, fire, metal, water, and wood. At 2nd level, the 
wu jen binds herself closer to one of them. The cost and time 
you must spend to copy into your spellbook is halved. See the 
tables below to see which spells are part of which element. 


WATCHFUL SPIRIT 

Once initiated into spirit magic, the wu jen becomes 
accompanied by a minor spirit. The spirit uses the wu jen's 
senses, but provides advice and insight. Starting at 2nd level, 
the wu jen has advantage on initiative rolls. 


ELEMENTAL SECRET 
Starting at 6th level, the wu jen finds other ways to use the 


spirit's advice to enhance her spells in new ways. When you 
cast a spell from your elemental list, you may apply the 
benefits of Distant Spell, Extended Spell, or Subtle Spell to 
the spell. You may use this feature a number of times equal to 
your Intelligence modifier, you regain expended uses of this 
feature when you complete a long rest or when you use your 
Arcane Recovery wizard feature. 


ELEMENTAL MASTERY 
At 10th level, the wu jen becomes a master of element she 


was initiated into at 2nd level. When casting a wizard spell of 
at least 1st level in the mastered element, you gain a +1 
bonus to spell attack rolls and increase the save DC by +1. 


ELEMENTAL RESILIENCE 

Starting at 14th level, you add the protection from energy 
spell to your spellbook if it is not there already. When you 
cast protection from energy, you can target an additional 
target and you may grant a second resistance or grant 
immunity to one energy type. 


ee 


OPTIONAL FEATURE: TABOO 

To maintain their supernatural power, wu jen must 
abide by certain taboos that might seem 
inconsequential to other characters but are vitally 
important to the wu jen. If a wu jen violates one of 
her taboos, she cannot use the wu jen tradition 
features until after completing a long rest and 
atoning (usually by respecting the taboos). 


Sample Taboos 

¢ Cannot eat meat. 

¢ Cannot own more than she can carry. 

e Must make a daily offering (such as food, 
flowers, or incense) to one or more spirit 
powers. 

¢ Cannot bathe. 

¢ Cannot cut her hair. 

¢ Cannot touch a dead body. 

e Cannot drink alcohol. 

¢ Cannot wear a certain color. 

¢ Cannot light a fire. 

* Cannot sit facing a certain direction. 
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Wu JEN SPELLS BY ELEMENT y 


Spells marked with an asterisk are added to the list of spells 
for a wu jen that is initiated into that element. 


EARTH SPELLS 


Spell 
Level Spells 
Ist Absorb Elements, Catapult, Earth Tremor 
2nd Dust Devil, Maximilian's Earthen Grasp 
3rd___ Erupting Earth, Protection from Energy, Wall of 
Sand 
Ath Conjure Minor Elementals (earth), Stone Shape, 
Stoneskin 
5th Conjure Elemental (earth), Passwall, Scrying, 
Transmute Rock, Wall of Stone 
6th Flesh to Stone, Investiture of Stone, Move Earth 
Tithe 
8th Earthquake* 
Otlir es 
FIRE SPELLS 
Spell 
Level Spells 
Ist Absorb Elements, Burning Hands, Chromatic Orb 
(fire) 
2nd Aganazzar's Scorcher, Flaming Sphere, 
Pyrotechnics, Scorching Ray 
3rd__— Fireball, Flame Arrows, Melf's Minute Meteors, 
Protection from Energy 
Ath Conjure Minor Elementals (fire), Elemental Bane 
(fire), Fire Shield, Wall of Fire 
5th Conjure Elemental (fire), Immolation, Scrying 
6th Investiture of Flame 
7th Delayed Blast Fireball 
8th Incendiary Cloud 
9th Meteor Swarm 


METAL SPELLS 


Spell 
Level Spells 
Ist Absorb Elements, Chromatic Orb (thunder), Mage 
Armor, Shield, Thunderwave 
2nd _ Earthbind, Magic Weapon, Shatter 
3rd Leomund's Tiny Hut, Protection from Energy 
4th Conjure Minor Elementals (metal?), Elemental 
Bane (thunder), Mordenkainen's Private Sanctum, 
Storm Sphere 
5th Conjure Elemental (metal?), Scrying, Teleportation 
Circle 
6th Arcane Gate, Guards and Wards 
7th Mordenkainen's Magnificent Mansion 
8th ? 
9th Imprisonment 


WATER SPELLS 


Spell 
Level Spells 
Ist Absorb Elements, Chromatic Orb (cold), Fog 
Cloud, Ice Knife 
2nd _ Misty Step, Snilloc's Snowball Swarm 
3rd Protection from Energy, Sleet Storm, Tidal Wave, 
Wall of Water, Water Breathing 
Ath Conjure Minor Elementals (water), Control Water, 
Elemental Bane (cold), Ice Storm, Watery Sphere 
5th Cone of Cold, Conjure Elemental (water), Scrying 
6th Investiture of Ice, Otiluke's Freezing Sphere, Wall 
of Ice 
Titi ee 
8th Control Weather, Tsunami* 
9th Storm of Vengeance* 


Woop SPELLS 


Spell 

Level Spells 

Ist Absorb Elements, Chromatic Orb (acid, poison), 
Grease, Ray of Sickness 

2nd_ Blindness/Deafness, Locate Object, Melf's Acid 
Arrow, Web 

3rd Protection from Energy, Stinking Cloud 

4th Blight, Conjure Minor Elementals i or wood), 
Elemental Bane (acid), Vitriolic Sphere 

5th Cloudkill, Conjure Elemental (air or wood?), 
Scrying 

6th Circle of Death 

icine 

8th Abi Dalzim's Horrid Wilting, Demiplane 


9th 


? 


